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N THE WORLD OF DUNGEONS & DRAGONS 5TH EDITION, 
Tamer Conduits are extraordinary individuals 
who delve deep into the mystical relationships 
that exist between creatures and their 
companions. Unlike traditional adventurers, 
Tamers are uniquely attuned to the primal forces 
that bind the natural world, enabling them to 
form unbreakable bonds with an array of creatures, 
ranging from the mundane to the fantastical. 

The path of the Tamer begins with a profound 
understanding of empathy and connection. Through a 
combination of rigorous training and an inherent 
connection to the weave of magic that permeates the 
realms, Tamers develop an innate ability to 
communicate and resonate with the spirits of the 
creatures they encounter. This connection extends 
beyond mere control or dominance; it is a mutual 
understanding that transcends language and species 
barriers. 

Tamers often embark on quests to seek out and 
befriend creatures from various ecosystems. Whether it 
be the fierce griffons soaring high above mountain 
peaks or the elusive unicorns hidden deep within 
enchanted forests, Tamers are drawn to form bonds 
with creatures that resonate with the primal essence of 
the world. These companions, in turn, become 
extensions of the Tamer’s will, not just in the heat of 
battle but also in the exploration of the world’s 
mysteries. 


In the midst of combat, the Tamer and their 
companions showcase a seamless synergy, a dance of 
instinct and strategy that sets them apart on the 
battlefield. The bond between Tamer and companion is 
not solely based on command and obedience but is a 
shared experience, with each party enhancing the 
abilities of the other. This creates a dynamic duo 
capable of facing challenges that would be 
insurmountable for a lone adventurer. 

Beyond the realm of combat, Tamers unlock the true 
potential of their companions. These mystical creatures 
become invaluable allies in solving puzzles, navigating 
treacherous terrains, and unraveling the secrets of 
ancient civilizations. The Tamer’s unique abilities 
extend to the realm of magic, enabling them to tap into 
the inherent energies of their companions for both 
protection and utility. 

The essence of being a Tamer is not just about 
mastering the art of taming creatures; it’s about forging 
connections that bring a new level of unity and harmony 
to the world. Tamers often find themselves as mediators 
between conflicting factions, using their unique 
understanding of creatures to foster alliances and 
preserve the delicate balance of nature. 

As a Tamer, your journey is not just one of personal 
growth but a commitment to maintaining the 
equilibrium between civilization and the untamed wilds. 
Your role as a conduit between worlds is a testament to 
the power of unity, where creatures of all kinds can 
coexist in a harmonious symphony orchestrated by the 
bonds you forge. 
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Proficiency 
Level Bonus Features Habitate 
Ist +2 Arcane Habitat, Tame and 2 
Command, Creature Partner, 
creature move 
Creature Bond, Creature 
Knowledge 
Battle Tactics, Bonded Path 
Ability Score Improvement 
Multiattack Training, creature 
move 
Heightened Bond, Taming 
initiation (optional) 
Bonded Path, Evolution 
Ability Score Improvement, 
Empathetic Link 
Beast’s Resurgence 
Improved Capture, creature move 
Bonded Path 
Ability Score Improvement 
Two Out 
Beast Warlord 
Bonded Path, creature move 
Ability Score Improvement 
Beastial Critical 
Ultimate Bond 
Ability Score Improvement 
Tamer’s Apex 
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CLASS FEATURES 


As a Tamer, you gain the following class features 


HiT PoINnts 

Hit Dice: 1d8 per Tamer level 

Hit Points at 1st Level: 8 + your Constitution modifier 

Hit Points at Higher Levels: 1d8 (or 5) + your 
Constitution modifier per Tamer level after 1st 


PROFICIENCIES 


Armor: Light Armor, Medium Armor, Shields 
Weapons: Simple Weapons 
Tools: Herbalism kit, Navigator’s tools 


Saving Throws: Wisdom, Intelligence 
Skills: Choose three skills 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


e (a) Any two simple weapon or (b) shortbow with 20 
arrows 

e (a) Leather armor or (6) scale mail and a shield 

e Herbalism kit and explorer’s pack 


ARCANE HABITAT 


You have an Arcane Habitat, which is an 
extradimensional space that can hold your tamed 
creature. It is safe, comfortable, and suits the creature 
contained within it. For example, an Arcane Habitat 
containing a brown bear might contain a patch of 
woodland forest. It also cannot hold the 2 or more of the 
same creature, it can have an artic bear and a brown 
bear but not two brown bears. 


e When one of your tamed creatures would be killed or 
reduced to O hit points, it disappears to your Arcane 
Habitat with O hit points but stable. 

e When you complete a short rest, your creatures in 
your Arcane Habitat can roll their hit die. 

e When you complete a long rest, all the creatures in 
your Arcane Habitat do as well. 

e You can cause your tamed creatures and creature 
partners to shink to a maximum to tiny size or toa 
maximum of their current size, while they are shrunk 
this way they can’t take actions, creature moves, or 
spells. 


With a free hand and a bonus action on your turn you 
may dismiss a tamed creature to your Arcane Habitat, 
or summon one from it. Summoned creatures appear 
within 10 feet of you. 


TAME AND COMMAND 


Beginning at 1st level, you gain the ability to tame and 
command creatures. To tame a creature the creature 
must be of a CR you can tame, be below half of its hit 
points, and has the beast creature type. Roll a Wisdom 
check with your proficiency bonus. If the result equals 
or exceeds the creature’s capture DC, you successfully 
tame it. 

You can have a number of tamed creatures in your 
arcane habitat equal to your Proficency bonus and if 
your number of tamed creatures is more than you can 
tame, you must release a number of tamed creature 
who you have tamed till that number is equal to your 
proficency bonus, released monsters are safely 
teleported to a habitat that suits them best, you can only 
tame that creature if the creature’s CR is equal to half 
your tamer level rounded down (to a minimum of 1) or 
less, and can’t be the same creature you have already 
currently tamed. 


e Capture DC = CR (minimum of 1) + 10 


Your tamed creatures grow and gain power alongside 
you, a tamed monster gains the following bonus. 


e its maximum hit points increase equal to your 
constitution modifier times your tamer level 

e it uses your proficency bonus for saves, attacks, and 
checks 

e it’s number of hit die is equal to your tamer level 


e it gains the same number of ability score 
improvements as you, if you already took a ability 
score improvement before taming a new monster 
that ability score improvement will be applied 


The tamed creature obeys your commands as best as 
it can. It takes its turn on your initiative. On your turn, 
you can verbally command the tamed creature where to 
move (no action required by you). You can use your 
bonus action to verbally command it to take the Attack, 
Dash, Disengage, Help action, or another action from its 
statblock. If you don’t issue a command, the tamed 
creature takes the Dodge action. Your tamed creature 
can’t use legendary resistances, legendary actions, and 
attune to magical items. 

If you are incapacitated or absent, the creature acts 
on its own, focusing on protecting you and itself. The 
creature never requires your command to use its 
reaction, such as when making an opportunity attack. 

, a 
TAMING IMMUNITY 
Consider giving boss monsters and some major encounters 
immunity to Taming checks. Don’t use this to prevent the 
Tamer from progressing, but instead to signify particularly 
powerful or unruly creatures. 
ee ol 
CREATURE MOVES 


additionally at 1st level, your tamed creature and 
creature partner gains a creature type move, a tamed 
creature and creature partner can only get a move of the 
same creature type as the tamed creature, you can use 
an action to use a creature type move that originates 
from your tamed creature or creature partner, they gain 
a move at the following levels; 1st level, 5th level, 10th 
level, and 15th level. You use the Move DC when the 
move calls for one. 


e Move DC=8+ Your Wisdom modifier + Your 
Proficency bonus 


CREATURE PARTNER 


As a Tamer, your connection with creatures is 
unparalleled. At 1st level, you gain the “Creature 
Partner” feature, which allows you to forge a powerful 
bond with a tamed creature, turning them into your 
loyal companion. Choose a creature from the Following 
list; Flumph, Blood Hawk, Sunfly, Monodrone, 
Pseudodragon, Fume Drake, Blink Dog, Abyssal 
Chicken, Displacer Beast Kitten, Oblex Spawn, Twig 
Blight, or Crawling Claw. Your partner creature can 
evolve passed the normal standards, at level 3 it 
becomes a CR 1 creature as the same type, at level 7 it 
becomes a CR 3 creature of the same type, at level 13 it 
becomes a CR 5 creature of the same type, and finally at 
level 18 it becomes a CR 6 creature of the same type. 
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ALTERNATIVE PARTNERS 


You may ask your DM to have a different monster as your 
starting creature, it cannot be of a humaniod creature type 
and be less or equal to 1/4 CR 


CREATURE KNOWLEDGE 


At 2nd level, your experience as a Tamer grants you an 
innate knowledge of various creature species. When 
attempting to recall information about any 
nonhumanoid creature, you gain advantage on that roll. 


CREATURE BOND 


At 2nd level Your bond with your tamed creatures 
deepens. You gain the ability to communicate 
telepathically with your tamed creatures within 100 
feet. You also add your proficiency bonus to their hit 
points. 


BATTLE TACTICS 


At 3rd level, your training in battles grants you a special 
combat tactic. Choose one of the following options: 


¢ Offensive Assault: You focus on overwhelming your 
opponents with aggressive attacks. Once per turn, 
when your creature lands a successful attack, you 
roll 1d6 and add the roll to the damage. 

e Defensive Maneuver: Your careful approach to 
battles grants you superior defense. When your 
creature takes damage, you can use your reaction to 
grant it temporary hit points equal to your Tamer 
level. 

e Support Strategy: You excel at providing tactical 
support to your creature. You can use your reaction 
to allow your creature to re-roll a missed attack roll. 


BONDED PATH 


At 3rd level, your deep connection with creatures has 
led you down a specific path of specialization. Choose a 
subclass that represents your unique focus on 
harnessing the abilities of your tamed creatures. Your 
chosen subclass grants you features at 3rd level and 
again at 7th, 11th, and 15th level. 


ABILITY SCORE IMPROVEMENT 


At 4th level and again at 8th, 12th, 16th, and 19th level, 
you can increase one ability score of your choice by 2, or 
you can increase two ability scores by 1 each. You can’t 
increase an ability score above 20 using this feature. 


MULTIATTACK TRAINING 


At 5th level, your creatures’ combat prowess improves. 
Your creature gains a multiattack, being able to attack 
twice. This increases to three times at 11th level. 
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ADDITIONAL NOTE 

If your creature has a multiattack already they do not benefit 
from the multiattack training feature until it exceeds the 
number of attacks your creature can do. 


TAMING INITIATION (OPTIONAL) 


At 6th level your bond the mystical art of taming has 
allowed you to call upon the aid of creatures that are of 
weaker strength than you. Over a time period of one 
hour, you can summon one monster that has the same 
creature type as your Creature Partner and hasa CR 
equal to or less than third your tamer level rounded 
down, once this creature is summoned you can attempt 
a taming check, on a failure the creature turns hostile 


and attacks the party, you do not obtain any experience 
points from this encounter. You can use this feature 
once per long rest. 


HEIGHTENED BOND 


At 6th level, your bond with your creature partner 
becomes even stronger. You can use your bonus action 
to heal your creature partner for a number of hit points 
equal to your Tamer level once per short rest. 


EVOLUTION 


At 7th level, your bond with your tamed creatures 
deepens, granting you enhanced control and 
coordination in battle. You gain the following benefits: 


e Synchronized Strike: Whenever you take the Attack 
action, your tamed creature can use its reaction to 
make a melee attack against a creature you’ve 
attacked this turn. 

e Coordinated Defense: When a creature you 
command is targeted by an attack, you can use your 
reaction to impose disadvantage on the attack roll. 
You must be within 30 feet of the targeted creature. 

e Shared Instincts: Your tamed creature gains 
advantage on saving throws against being charmed 
or frightened as long as you’re conscious and within 
60 feet of it. 


EMPATHETIC LINK 


At 8th level, you share your emotions with your 
creatures, forging a deeper connection. The creatures 
around you can sense your feelings and intent, and you 
can understand their basic emotions as well. You gain 
advantage on Wisdom (Animal Handling). 


BEAST RESURGENCE 


At 9th level, once per long rest, when you are reduced to 
zero hit points, your creature can use a reaction roll 1 of 
their hit dice and you regain hit points equal to the 
number rolled. 


IMPROVED CAPTURE 


Beginning at 10th level, your skills in capturing 
creatures improve significantly. You may now add your 
proficiency bonus an additional time when making a 
check to tame a creature. 


Two Out 


At 13th level you bond with your creatures as allowed 
you to command two at once. Your skill in creature 
management allows you to efficiently coordinate and 
command multiple creatures in battle. You gain the 
following benefits: 


e You can command a second tamed creature as an 
action. 

e You can have two tamed creatures active in combat 
at once. 

e If your two tamed creatures are within 10ft of each 
other, they gain a +2 to attack rolls. 


e You can maintain concentration on two tamed 
creatures’ special abilities simultaneously, if 
applicable, as long as both creatures are within 60 
feet of you. 


BEAST WARLORD 


Upon reaching 14th level, you attain the prestigious title 
of Beast Whisperer. Your creature partner’s moves and 
abilities become more potent, and it gains advantage on 
attack rolls against wild creatures with a challenge 
rating of 1 or lower. 


BEASTIAL CRITICAL 


At 17th level the power of your captured creatures 
begins to reach their peak of power, your captured 
creatures’ attacks score a critical hit on a roll of 18, 19, 
or 20. Additional your creature’s critical hits deal 
additional damage equal to twice your proficiency 
bonus. 


ULTIMATE BOND 


At 18th level, your bond with your creature partner 
reaches its zenith. Your creature partner gains 
immunity to being frightened or charmed. Once per long 
rest, you can use your action to share a portion of your 
hit points with your creature partner, healing it for an 
amount equal to half of your current hit points. 


TTAMER’S APEX 


At 20th level, your bond with your beast companion 
reaches its ultimate potential, allowing you to achieve a 
state of mastery over your shared abilities. Your 
companionship has evolved to the point where your 
actions are in perfect harmony, resulting in unparalleled 
teamwork and effectiveness. You gain the following 
benefits: 


e Shared Vitality Mastery: The bond between you and 
your beast companion strengthens further. When 
either you or your companion takes damage, only 
half of the damage is subtracted from the shared hit 
point pool. Additionally, whenever your companion 
regains hit points, you regain hit points equal to half 
the amount. 

e¢ Twin Strikes: You and your companion have 
perfected the art of coordinated attacks. Whenever 
you or your companion hits a creature, the other 
gains advantage on its next attack roll against that 
creature until the end of your next turn. 
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elements to their camponions, increasing their 
distructive power. 


ELEMENTAL BONDING 


At 3rd level your bond with your captured creatures 
begins to imbue them with elemental power, select one 
element from the table below, once per turn when a 
captured or partner creature deals damage to a target 
they deal an additional 1d6 damage, the damage type 
depends on the element you selected. You can change 
what element you selected over a long rest. 


Element Damage type 
Fire Fire 
Acidic Poison or acid 
Icy Cold 
Shock lighting 


The damage increases to 2d6 at level 7 and again to 
3d6 at level 15. 


ELEMENTAL RESISTANCE 


Additionally at 3rd level you, your capture creatures, 

and partner creature gain resistance to a damage type : 
related to the element you selected from the Elemental Wy 
bonding feature. Addtionally you can tame elemental, ox, 
dragonic, and fiend creatures. 


ELEMENTAL EMITTER 


At 7th level, your bond with your creatures begin to 
affect those around you, as an action you can cause an 
elemental pulse to be emitted from one of your captured 
or partner creatures in a 15ft radius centered on one of 
your captured or partner creatures, hostile creatures 
that end their turn within this aura take 1d4 damage of 
the element that you selected, this aura is also 
considered difficult terrain to creatures hostile towards 
you. This aura lasts for 1 minute and you can use it 3 
times per long rest. 


SECONDARY ELEMENTAL 


At 11th level your elemental bonds grow into its 
extremes, you now can select a second element when 
you take a long rest, when you summon one of your 
captured or partner creatures, chose one of your two 
selected elements. That captured or partner creature 
now has that element for the purposes of elemental 
emitter, elemental resistance, and elemental bonding 
features. 


ELEMENTAL WEAPON 


At 15th level your bonds begin to manifest into physical 
constructs for your captured and partner creatures to 
use as weapons, when you summon your captured and 
partner creature, you can choose to create a weapon 


TAMING RITUAL 


Tamers that opt to connect with their companions tend 
to learn how to strengthen their bonds via magical and 
emotiuonal means, allowing their good nature to 
influince other nonhumaniod creatures even hostile 
ones. 


TAMING RIGHT 


At 3rd level, Your knowledge of taming and befriending 
creatures has allowed you to tame creatures easier. You 
gain advantage on a check to tame a creature. 
Additionally you can tame ooze, fey, and celestial 
creatures. 


BEASTIAL LANGUAGE 


Also at 3rd level, you gain the ability to communicate in 
a limited manner with Beasts, you can convey basic ; 
ideas to the beast. They can understand the meaning of 
your words, though you have no special ability to 
understand them in return. 


CREATURE EMPATHY 


At 7th level, your deep understanding of creatures has 
allowed you to communicate and influence their 
behavior. Your ability to read their emotions and 
intentions becomes a valuable asset in your interactions 
with these creatures, you can use one of the following: 


e¢ Calming Aura: Within a 15 feet aura of you, hostile 
creatures that willingly enter your aura must succeed 
on a wisdom saving throw (DC = 8 + proficiency 
bonus + Charisma modifier) or become charmed for, 
a number of minutes equal to your Charisma 
modifier. 

e Insightful Connection: as an action make a contested ~ 
Insight check against a creature’s Charisma 
(Deception) check. On success, you gain insights into 
the creature’s emotions, motivations, and perceived 
threats. 

e Soothing Influence: You may spend 10 minutes 
communicating with a non-hostile non-humanoid 
creature, that creature becomes charmed by you for 
the next 24 hours, this condition ends early if you act 
in a hostile way towards the charmed creature or it 
takes damage. 
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TAMING MASTER 


At 11th level your taming skills become unparalleled, 
when you fail the taming check you can use a reaction 
to reroll potential turning it into a success. 


CALL TO THE WILD 


At 15th level, your ability to befriend creatures has 
grown to a point where even wild creatures will come to 
your aid. You can as an action call for aid from creatures 
within a 100 foot radius centered on you. Your DM 
decides what the DC is and what you roll. 


BATTLE ANALYSIS 


Skilled analysis of creatures and the battlefield, they 
tend to see their companions as weapons and tools for 
their own end. Able to dish out orders to make the 
battlefield their own personal playground. 


BATTLE READY 


At 3rd level, you gain an intuitive understanding of 
combat situations. You can use a reaction to impose 
disadvantage on an enemy attack or give your creature 
advantage on an attack. Additionally you can tame 
construct, monstrosity, undead creatures. 


ANALYSIS CALL 


At 3rd level, Your astute observations and analytical 
mind grant you a tactical edge in combat you can use 
the following: 


e¢ Precise Targeting: After you or your creature make a 
successful attack against another creature, the next 
attack against the same target gains a bonus to hit 
equal to your Intelligence modifier. 

e Combat Predictions: When you roll initiative, you 
can use your reaction to grant yourself or your 
creature advantage on your first attack roll made 
during the first round of combat. 

e Tactical Maneuver: As an action, you can direct your 
creature to reposition. Until the start of your next 
turn, your creature gains a bonus to AC equal to your 
Wisdom modifier. 


TACTICAL PRECISION 


At 7th level, your strategic insights extend to your 
creatures abilities. They gain a bonus to hit equal to 
your wisdom modifier, when you use your battle ready 
feature to impose disadvantage on a attack roll. 


TACTICAL MIND 


At 11th level, you learn how to make the most out of 
your tamed creatures, as an action you can have your 
tamed creatures can add a d6 to their ability checks, 
saving throws, and attack rolls for 1 minute. You can 
use this feature once per short rest. 


TACTICAL MASTER 


At 15th level, your mastery of the battlefield reaches 
new heights, allowing you to manipulate the battlefield 
with strategic finesse. You gain the ability to use the 
following: 


¢ Debilitating Strikes: When an attack is successful 
and your creature lands a hit. You can choose to 
impose disadvantage on the target’s next ability 
check. You can use this a number of times equal to 
your Intelligence modifier. You gain expended uses 
after completing a long rest. 

e Precision Counter: When you give your tamed 
creature advantage with the Battle Ready feat, your 
creature can add your Wisdom modifier to its 
damage. 

e Exploiting Weakness Mastery: On a successful 
attack and deals damage that the creature is 
vulnerable to, your creatures deals additional 1d8 
damage. 

e Rapid Assessment: You can as an action give your 
creatures advantage on their next ability check. You 
can use this a number of times equal to your Wisdom 
modifier. You gain expended uses after completing a 
long rest. 

e Bolstered Resilience: When your creature takes 
damage from an attack from a hostile creature, it can 
use its reaction to gain temporary hit points equal to 
your Wisdom modifier. 
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LOREKEEPER 


Tamers that wish to grow a scientific understanding of 
their companions tend to become Lorekeepers, filtering 
and gaining knowlege on the creatures they tame and 
respect. 


LORE KNOWLEDGE 


At 3rd level, your extensive study grants you a profound 
understanding of creature species,types,and abilities. 
You can make an Intelligence (nature) check to recall 
information about a specific creature, its evolutionary 
line, its resistances and vulnabilities. The DC of this 
check depends on the creature’s taming DC. 
Additionally you can tame plant, aberration, and giant 
creatures. 


STRATEGIC INSIGHT 


At 3rd level, your vast knowledge of creature strategies 
grants you the ability to predict opponents’ moves in 
battle. As a reaction when a creature uses an attack, you 
can impose disadvantage on the attack roll by 
succeeding on an Intelligence (History) check against a 
DC determined by the Challenge Rating of the targeted 
creature. 


KNOWLEDGEABLE ALLY 


At 7th level, your guidance and information-sharing 
enhance your creatures’ abilities. Once per short rest, as 
a reaction you can grant a friendly creature advantage 
on a saving throw, ability check, or attack roll against a 
nonhumaniod creature. 


TYPE PROFICIENCY 


At 11th level, your extensive knowledge of creature 
types makes your team more adaptable in battles. 
Whenever you or a creature under the effects of your 
Knowledgeable Ally feature makes an attack, they deal 
additional damage equal to your Intelligence modifier. 


LIVING ENCYCLOPEDIA 


At 15th level, your mastery over Creature knowledge is 
unparalleled. You gain proficiency in Intelligence 
(History) checks if you don’t already have it, and your 
proficiency bonus is doubled for this skill. Additionally, 


you can expend a use of your Knowledgeable Ally . 
feature to grant all friendly creatures within 30 feet . 


advantage on ability checks and saving throws for 1 
minute. 
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MOVES 
ABERRATION 


MIND BLAST 


As an action your tamed creature unleashes a wave of 
psionic power, select a creature within 30 ft of you, that 
creature needs to make an intelligence saving throw or 
on a failure become stunned till the start of the 
creature’s next turn on a success the creature becomes 
immune to it for 24 hours. 


TENTACLE GRASP 


Your tamed creature makes a grapple check on a 
creature within 1 Oft of it, if the creature fails the check 
the targeted creature becomes restrained and at the 
start of the creature’s turn it takes 1d4 bludgeoning 
damage. 


REALITY WARP 


As an action select a point within 50 ft of your tamed 
creature, creatures within 20 ft of that point must make 
an Intelligence Saving throw, on a failure those 
creatures must roll on the short-term madness table, 
this effect lasts for one minute and on a success the 
creature becomes immune to it for 24 hours. 


ELDRITCH GAZE 


As an action, select a creature your tamed creature can 
see within 30 ft of it, that creature must roll a wisdom 
save and on a failure takes 2d6 psychic. This damage 
increases to 3d6 at level 5 and 4d6 at level 10. 


AMORPHOUS FORM 


As an action your tamed creature can make its body 
more slimy, it gain resistance to nonmagical piercing, 
bludgeoning, and slashing damage, it can also squeeze 
into spaces as small as 1-inch wide and tall for 1 
minute. Your tamed creature can use this move a 
number of time equal to your proficency bonus per rest 
rest. 


DIMENSIONAL SHIFT 


As an action your tamed creature can become partially 
ethereal till the start of your next turn, your tamed 
creature are immune to any physical damage and can 
pass through objects that are less than 5ft wide, if you 
end your turn while it is inside an object your tamed 
creature are sent to the nearest available space and take 
1d10 force damage. 


CELESTIAL 


HEALING LIGHT 


As an action your tamed creature can touch a creature 
within 5ft of it, that creature regains 2d6 hit points, once 
a creature is healed this way it cannot be healed using 
this move untill it finishes a short rest. This healing 
increases to 3d6 at level 5 and 4d6 at level 10. 


RADIANT SMITE 


As an action your tamed creature’s body is coated in a 
holy light, the next successful attack it makes deals an 
additional 1d6 radiant damage. this damage increases 
to 2d6 at level 5, 3d6 at level 10, and finally 4d6 at level 
$5: 


DIVINE PRESENCE 


As an action your tamed creature can send out a pulse 
of radiant light in a 15 ft radius for 1 minute, allied 
creatures within this aura gain resistance to radiant and 
necrotic damage. Your tamed creature can use this 
move a number of time equal to your proficency bonus 
per rest rest. 


ANGELIC WINGS 

As an action you spout holy angelic wings for 1 minute, 
your tamed creature gains a fly speed equal to its 
walking speed. 


GUIDING RAY 


As an action select a creature within 30 ft of your tamed 
creature and enchant them with holy light, that creature 
has advantage on their next attack roll or saving throw. 


RESURRECTION 


As an action while touching a creature that has been 
dead for less than 1 hour and didn’t lose any limbs or 
organs, you can revive that creature, you can only use 
this move once per month. 


CONSTRUCT 


UNYIELDING BODY 


As an action your tamed creature can harden its 
metallic body to withstand great attacks, it gain 
temporary hit points equal to your Tamer level and 
become resistant to nonmagical slashing, piercing, and 
bludgeoning damage till it loses all of its temporary hit 
points. 


INTEGRATED TOOLS 


As an action your tamed creature can produce a simple 
tool made for the job at hand, when using this tool you 
may add your wisdom modifier to the result. 


MECHANICAL PRECISION 


As an action your tamed creature becomes more precise 
in its attacks for one minute, it adds your proficiency 
bonus to its attack rolls. Your tamed creature can use 
this move a number of time equal to your proficency 
bonus per short rest. 


DEFENSIVE MODE 


As an action your tamed creature can harden its body to 
increase its defences, for one minute its ac increases by 
2. Your tamed creature can use this move a number of 
time equal to your proficency bonus per short rest. 


POWER SURGE 


As an action you can cause your tamed creature’s core 
to overload, dealing damage to your opponent but also 
to itself, for 1 minute it deals an additional 2d4 force 
damage and at the end of each of its turns take 2d4 
force damage that can’t be reduced. 


SELF-REPAIR 


As an action you can regain 2d4 hit point, once you use 
this move, your movement becomes 0 till the end of 
your next turn. Your tamed creature can use this move a 
number of time equal to your proficency bonus per short 
rest. 


DRAGON 


BREATH WEAPON 


As an action you can unleash a 15 ft cone of elemental 
fury, each creature within the cone must make a 
dexterity saving throw, on a failure take 1d10 damage 
or half as much on a failure. When you summon your 
creature, select one of the following damage types; cold, 
fire, lightning, poison, or acid, the breath weapon 
becomes the selected damage type. This damage 
increases by 1d10 when you reach 5th level (2d10), 
11th level (3d10), and 17th level (4d10). 


WING ATTACK 


As an action you cause a powerful gust of wing to take 
place in a 15 ft cone in front of you, creatures within this 
cone make a dexterity saving throw on a failure fall 
prone. 


FRIGHTFUL PRESENCE 


As an action you allow your fearsome presence to take 
place, creatures within 30 ft of you must make a 
wisdom saving throw or become frightened for 1 
minute. 


DRACONIC ROAR 


As an action you can unleash a draconic roar, creatures 
within 15 ft of you have disadvantage on their next 
attack roll. 


TAIL SWEEP 


As an action you can make a melee tail attack that you 
are proficent in, deals 1d8 + your strength modifier 
bludgeoning damage, and has a reach of 10ft. Ifa 
creature is successful hit by this attack they are pushed 
up to 10 ft away from you. 


DRACONIC FLIGHT 


As an action you spout fearsome draconic wings for 1 
minute, you gain a fly speed and hover speed equal to 
your walking speed. 


ELEMENTAL 


ELEMENTAL FURY 


As an action for 1 minute you cause your body to 
become charged with elemental power, select one of the 
following damage types; fire, cold, lighting, or magical 
bludgeoning, you deal an additional 1d6 of that damage 
type when attacking. Your tamed creature can use this 
move a number of time equal to your proficency bonus 
per short rest. 


RESILIENT FORM 


As an action for 1 minute you cause your body to 
become charged with elemental power, select one of the 
following damage types; fire, cold, lighting, or magical 
bludgeoning, you become resistant to that damage type. 
Your tamed creature can use this move a number of 
time equal to your proficency bonus per short rest. 


ELEMENTAL NOVA 


As an action you cause your body to become overloaded 
with elemental power, select one of the following 
damage types; fire, cold, lighting, or magical 
bludgeoning, creatures within 15ft of you must make a 
dexterity saving throw or take 4d4 of that damage, that 
area also becomes difficult terrain. 


MOLTEN ERUPTION 


As an action you can choose a creature within 30 ft of 
your tamed creature, that creature must make a 
constitution saving throw or become set aflame, unless 
the creature takes an action to put the flames out, that 
creature takes 1d6 fire damage at the start of each of 
their turns. 


AQUEOUS FORM 


As an action for one minute you can make your body 
more compact and liquify yourself, you can squeeze into 
spaces as small as 1-inch wide and tall, when in a 
watery substance that doesn’t damage you, you regain 
2d4 hit points. When in this state you no longer require 
air to breath and gain a swim speed equal to your 
walking speed. 


AIRBORNE CYCLONE 


As an action you are able to become more gas than 
solid, you gain a fly speed equal to your walking speed 
and can move through creature’s spaces without lost of 
movement. 


FEY 


ENCHANTED GLAMOUR 


As an action, you can target one creature within 30 ft of 
your tamed creature with an illusion that causes the 
creature to get distracted, the targeted creature has 
disadvantage on their next attack roll. 


NATURE’S BOON 


As an action you can target a creature within 15 ft of 
your tamed creature, that creature regains 1d6 hit 
points, once a creature is healed this way it cannot be 
healed using this move untill it finishes a short rest. 


FEY CHARM 


As an action your tamed creature causes an alluring 
illusion to overcome creatures within 15 ft of your 
tamed creature, those creatures must make a wisdom 
saving throw or become charmed or frightened for 1 
minute, your choice. 


MISCHIEVOUS TRICKERY 


The fey uses its innate magical abilities to create 
illusions, granting it advantage on Stealth checks. As an 
action your tamed creature can cast invisibility on you 
and one creature of your choice that it can touch, it can 
use this move once per day. 


ETHEREAL STEP 


As an action your tamed creature can become partially 
ethereal till the start of your next turn, it is immune to 
any physical damage and can pass through objects that 
are less than 5ft wide, if you end your turn inside the 
object it is sent to the nearest available space and take 
1d10 force damage. 


BEWILDERING DANCE 


As an action your tamed creature performs an alluring 
dance to stun enemies within 15 ft of your tamed 
creature, those creatures must make a wisdom saving 
throw or become stuned, on a success they become 
immune to this effect for 24 hours. 


GIANT 


MIGHTY STRIKE 


Once per turn as part of your tamed creature’s attack, it 
can add it’s weight to its attacks, it deals an additional 
1d6 damage and the attacked creature must make a 
strength saving throw or fall prone. 


STOMP 


As an action you can produce a shockwave that affects 
creatures touching the ground, creatures within 15 ft of 
you must make a dexterity saving throw or be pushed by 
15 ft and fall prone. 


Rock THROW 


As an action you can pick up a large chunk of land and 
make a ranged attack that has a range of 30/40 and 
deals 2d6 bludgeoning damage + your strength 
modifier. 


TREMOR RUMBLE 


As an action you can produce a shockwave that disrupts 
the very ground beneath it, creatures within 15 ft of you 
must make a dexterity saving throw or fall prone, the 
ground is also considered difficult terrain. 


BRACE FOR IMPACT 


As an action your tamed creature can brace its body to 
withstand great attacks, your tamed creature reduce the 
incoming damage equal to your Tamer level to a 
minimum of 0 and become resistant to nonmagical 
slashing, piercing, and bludgeoning damage. Your 
tamed creature can use this move a number of time 
equal to your proficency bonus per short rest. 


TITANIC ROAR 


The giant lets out a thunderous roar, potentially 
frightening enemies and causing deafness. As an action 
your tamed creature shout an ear piercing roar, 
creatures within 15 ft of it must make a wisdom saving 
throw or become frightened and deafened for 1 minute, 
on a success they become immune for 24 hours. 


BEAST 


SAVAGE POUNCE 


If you move at least 20 ft. straight toward a creature and 
then make a successful attack on the same turn, that 
target must succeed on a Strength saving throw or be 
knocked prone. 


PREDATORY SENSES 
Your tamed creature gains advantage on perception and 
survival checks when tracking a creature. 


TERRIFYING ROAR 


As an action you allow your tamed creature’s fearsome 
roar to dominant the battlefield, creatures within 30 ft of 
your tamed creature must make a wisdom saving throw 
or become frightened for 1 minute. 


Pack TACTICS 

Your tamed creature gain advantage on attack rolls 
against a creature if an ally is within 5 feet of the target. 
FERAL AGILITY 


Your tamed creatures movement speed isn’t reduce 
when moving through difficult terrain and gain 
advantage on Dexterity saving throws. 


RAMPAGE 


After scoring a critical hit or reducing a creature to 0 hit 
points, your tamed creature can make an additional 
melee attack. 


FIEND 


INFERNAL STRIKE 


As an action for 1 minute your tamed creature cause its 
body to become charged with fiendish flames, it deal an 
additional 1d6 fire damage type. Your tamed creature 
can use this move a number of time equal to your 
proficency bonus per short rest. 


DEMONIC RESILIENCE 


Your tamed creature gains resistance to fire and 
necrotic damage and has advantage on saving throws 
against being charmed or frightened. 


FIENDISH AURA 


As an action you allow your tamed creature’s fiendish 
presence to take place, creatures within 30 ft of your 
tamed creature must make a wisdom saving throw or 
become frightened for 1 minute. 


HELLFIRE BLAST 


As an action your tamed creature can unleash a 30 ft 
long and 5ft wide line of hell fire, each creature within 
the line must make a dexterity saving throw, on a failure 
take 3d6 fire damage or half as much on a failure. This 
line of fire remains for one minute and if a creature 
willingly enters it takes 1d4 fire damage. 


DARK BLESSING 


When your tamed creature makes an attack and 
successfully deals damage to a creature that isn’t a 
construct or undead, it gain temporary hit points equal 
to half the amount of damage dealt. 


INFERNAL TRANSFORMATION 


As an action your tamed creature can engulf itself in 
hellish flames, it take 2d4 necrotic damage that 
bypasses resistances and immunities at the start of each 
of your turns for 1 minute, while engulf it deals an 
additional 2d4 necrotic damage. 


UNDEAD 


LIFE DRAIN 


Your tamed creature can drain the life energy from a 
target, once per turn when it deals damage, it regain a 
number of hit points equal to half the damage if it is 
under half of its maximum hit points. 


UNHOLY RESILIENCE 


Your tamed creature gains resistance to necrotic 
damage and has advantage on saving throws against 
being charmed or frightened. 


DEATHLY GRASP 


As an action your tamed creature reaches out to touch a 
creature, the creature makes a Constitution saving 
throw or become paralyzed for 1 minute, on a success 
they become immune to this effect for 24 hours. 


SPECTRAL STEP 


Your tamed creature phases through objects and gains 
temporary incorporeality, granting it resistance to all 
damage for 1 minute. 


CURSED AURA 


As an action you emits an aura of dread, forcing 
creatures within range to make a Wisdom saving throw 
or suffer disadvantage on attack rolls. Your tamed 
creature can use this move a number of time equal to 
your proficency bonus per short rest. 


ETERNAL HUNGER 


Whenever your tamed creature reduces a creature to 0 
hit points or consumes a corpse, it gains tamporary hit 
points equal to that creatures constitution score. 


OOZE 


CORROSIVE TOUCH 


Your tamed creature deal double damage to metallic 
objects, when it lands a successful melee attack the 
targeted creature must make a dexterity saving throw or 
be covered by acidic ooze that deals 2d6 acid damage at 
the start of each of its turn, they may spend an action to 
remove the ooze. 


AMORPHOUS FORM 


your tamed creature can squeeze into spaces as small 
as 1-inch wide and tall. 


ENGULF 


Your tamed creature can engulf a creature who is of 
smaller size than it and moves into its space, the 
creature must make a strength save or become 
restrained they can make this save again at the start of 
each of its turn, at the start of the creatures turn it takes 
1d6 acid damage. 


FLUID ADAPTATION 


your tamed creature no longer require air to breath and 
gain a swim speed equal to its walking speed. 


BLOOD SAPPER 


When your tamed creature takes the attack action and 
successfully deals damage to a creature that isn’t a 
construct or undead, it gains temporary hit points equal 
to half the amount of damage dealt. 


DIVIDE AND CONQUER 


When reduced to half its hit points, your tamed creature 
splits into two creatures that are one size smaller than it 
but use its statblock, each creature has hit points equal 
to half the original’s hit points. After one minute they 
reconverge back into your tamed creature, adding up 
their remaining hit points for your tamed creature’s 
current hit points. If one of the split creature’s hit points 
go to 0 your tamed creature falls to O hit points. 


PLANT 


ENTANGLING ROOTS 


Your tamed creature makes a grapple check ona 
creature within 10ft of it, if the creature fails the check 
the creature becomes restrained by flora and at the start 
of the creature’s turn takes 1d4 bludgeoning damage. 


PHOTOSYNTHETIC RENEWAL 


When your tamed creature is in sunlight it regains 2d4 
hit points at the beginning of the round if it has more 
than 0 hit points. 


SPORE CLOUD 


as an action, your tamed creature release toxic spores, 
creatures within 15 ft of it must make a constitution 
saving throw or become poisoned for 1 minute, ona 
success the creature is immune to this move for 24 
hours. 


THORN BARRAGE 


Your tamed creature launch a barrage of thornsina 15 
ft radius centered on a point within 30 ft of it, creatures 
within this radius must make a dexterity saving throw or 
take 2d6 piercing damage. This damage increase to 3d6 
at level 5 and 4d6 at level 10. 


ROOTED DEFENSE 


As an action you plant your roots into the ground 
turning your speed into 0 for one minute, while planted 
you gain resistance to thunder damage, force damage, 
and you cannot be forcefully moved from your location. 


BLOSSOM OF LIFE 


As an action you can target a creature within 15 ft of 
you, that creature breaths in healing spores and regains 
2d4 hit points, once a creature is healed this way it 
cannot be healed using this move untill it finishes a 
short rest. This healing increases to 3d6 at level 5 and 
4d6 at level 10. 


MONSTROSITY 


SAVAGE MAUL 


The tamed creature makes an attack as normal but 
upon a hit forces the target creature to make a 
constitution saving throw. Upon a failure the target 
creature takes the attack’s damage again at the 
beginning of its turn. The creature can repeat the saving 
throw at the end of its turn. This effect lasts for 1d6 
rounds. 


MONSTROUS RESILIENCE 


As an action the tamed creature enters a state of 
resilience becoming resistant to slashing, peircing, and 
bludgioning damage for 1 minute. To maintain this state 
the creature must attack another creature, take damage, 
or be targeted by either an attack or spell effect. Your 
tamed creature can use this move a number of time 
equal to your proficency bonus per short rest. 


ABERRANT MUTATION 


As an action, the monstrosity undergoes a temporary 
mutation, choose acid, cold, fire, lightning, poison, or 
thunder your tamed creature deals an additional 1d6 
damage of that type for 1 minute. It also can make a 
ranged attacks against a target within 30 ft that uses its 
strength or dexterity. If the attack hits, the creature 
takes 1d8 damage of the type you chose. This damage 
increases to 2d8 at level 5 and 3d8 at level 10. 


UNNATURAL REGENERATION 


As an action, the tamed creature can start to unnaturally 
regenerate hit points at the start of its turn equal to your 
Wisdom modifier + Proficiency bonus. When making 
the attack action the effect ends early. This effect lasts 
for a number of rounds equal to your proficiency bonus. 


MENACING PRESENCE 


As an action, the tamed creature emits a terrifying aura 
for 15 ft, forcing creatures to make a Wisdom saving 
throw or become frightened for 1 minute. 


MONSTROUS RAMPAGE 


As an action the creature goes into a frenzy for 1 
minute, when taking the attack action it can make an 
additional attack against another hostile creature within 
10 ft. Your tamed creature can use this move a number 
of time equal to your proficency bonus per short rest. 


Bone DRAGON 
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FAQ 


HOW DOI PLAN FOR COMBAT WITH A 
TAMER? 


In combat planning there are a few things I can 
recommand; 


e use mostly humaniod creatures, tamer’s can’t tame 
humaniod creatures so use as many as you like 

e if you plan to use a monster, keep the monster 
outside the CR tame range, most monsters you use 
for combat with the tamer should be at least 1 CR 
lower than the tamer 

e All boss monsters and lore heavy monsters should 
have the Taming immunity, this prevents them from 
having powerful monsters that can help in combat 

e don’t be afraid to let tamers tame a minion, as long 
as it meets with the prerequisites to be tamed 
minions shouldn’t damage the campaign as they 
were designed to be weak from the beginning and 
tamers were designed to make weaker monsters 
shine against stronger monsters 

e if you know a tamer has already tamed a monster 
and still has it, your free to continue using that 
monster since tamers can’t tame the same monster 
twice. 

e Finally if you feel you have accidently given a 
powerful monster to a tamer, speak with your player 
about it! Find a compramise that will keep the 
balance and fun of the game. 


WHY PLAY A TAMER? 


Tamer is designed to be the monster expert and utility 
class, the utility coming from the monsters you 
encounter and tame. Though out nearly 2 years of play 
testing, I have found tamer shines best in situations that 
allow it handle travel, monster knowlege, and in rare 
instances combat. 


How Do I CHALLANGE A TAMER? 


Tamers are not powerful on their own and rely on 
monsters to aid them in combat, so use spells or 
abilities that can limit the monster like charm, 
paralyzed, restrained, etc. Use AOEs that can target 
both the tamer and monster like fireball, hypnotic 
pattern, burning hands, etc. Or even attack the tamer 
directly using spells like misty step and teleportation 
abilities to draw the tamer out or auto hit spells like 
magic missile to make the tamer sweat a bit. 


How DO I REASON THEM TO EXIST IN 
MY WORLD? 


I always use tamers as a more modern version of druids 
or a more specilized version of beast master ranger. You 
find them focusing on reseaching the biology of 


monsters and their way of life, using magic to help 
foster a bridge between people and monsters. 


CHANGE LOG (VERSION 3.0.6) 


BASE CLASS MOVES 

e allowed the class to start with a shortbow and 20 e added cantrip scaling to some 
arrows e gave limited uses 

e you get a shield when starting with scale mail e overall more clerification on effects 


e removed Taming CR 

e added amore fluid system for taming creatures, 
increasing the cr limit and made a more robust 
arcane habitat feature 

e your creature partner no longer takes up a tamed 
creature slot 

e your creature also gains a move as part of the base 
class 

e it now takes a bonus action to command 

e offensive assult only lets you deal an additional 1d6 
once per turn 

¢ commanding a second tamed creature takes an 
action 

e Improved capture gives expertise in the taming 
check 

e added an optional feature called taming initiation 

e added a limit to what creatures you can tame to 
cirtain subclass 

e can’t use a creatures legendary resistance and 
legendary action 

e added a limited set of partner creatures you can start 
with and a optional rule that lets you start with 
another creature with DM permission 

e tamed creatures also can’t attune to magical items 

e added the ability to shrink your tamed monsters 

e beast whisperer has been renamed to beast warlord 

e added a habitate space limit to the class table 


FUSIONIST 


e Removed in its entirely 


BATTLE ANALYSIS 


e specified you had to use battle ready for Tactical 
precision 

¢ can now tame construct, monstrosity, and undead 
creatures 


TAMING RITUAL 


e Taming master now lets you reroll your taming 
check instead of giving you expertise in it 
¢ can now tame ooze, fey, and celestial creatures. 


ELEMENTALIST 


e can now tame plant, aberration, and giant creatures 


LOREKEEPER 


¢ can now tame elemental, dragonic, and fiend 
creatures. 


